are global corporations transforming themselves? Organizational transformation is about organizational change which the change goes to the depths of what an individual feels and will affect what people feel about the organization, what they do in the organization and maybe what they hold dear to life. Organizational transformation is more than just changing the way business is done. It is about changing the organizational culture in one or more ways.
INTRODUCTION Increasingly in the world of project management, change and organizational development the term technological transformation is being used. But what does it means?
What is exactly transformation? Technological transformation is a strategy that seeks to find ways to bring the function and structure of a business operation into harmony with the stated vision and goals of that company. The idea behind the transformation is to identify and implement long-standing changes that move the company from its present situation to a level that is closer to what the company ultimately wants to be. "….most organizations must change, and change profoundly, if they want to stay alive 2 . Many researchers and practitioners focus their attention on the importance of organizational change around the introduction of new technologies. Today, new technologies are a critical resource for creating organizational value. It has the potential to 44 A. Golovkova dramatically change the nature of products, processes, companies, industries, and even competition itself 3 . Mobile technology, which can support computing on the move using portable devices through wireless networks 4 , has emerged as the next wave in IT revolution. Weiser 5 describes the adoption and diffusion of mobile technologies and the use of such devices as the third wave of the computer revolution. This computer revolution is a result of the following factors: -Increasingly mobile society with constantly evolving needs; -Demands to enhance the customer experience; -Demands to provide real-time information; -Increasing expectations for higher security and confidentiality of sensitive information, etc.
These mobile technologies are argued to offer unlimited opportunities for companies and people to access and exchange information and engage in commercial transactions free from the constraints of time and location, wherever and whenever such needs might occur 6 . In addition, this technological push is supported by a business pull for the implementation of mobility with the need for information and commercial transaction capabilities "anywhere, anytime, anyone" 7 .
Mobility is gaining importance and popularity in organizations 8 . It is changing the way businesses operate and people work, and how information systems support business processes, decision-making and competitive advantage. They not only have become an expected component of the information technology infrastructure, but also have begun playing a key role in virtualizing and accelerating the business-and thus transforming the entire enterprise and its ecosystem. Mobile technologies become a fundamental player at all levels of the organization. This fast development of technologies can radically change the capabilities of information systems and open new possibilities for business. Therefore, we believe that this new phenomenon needs to be better understood and analyzed.
PURPOSE OF THE RESEARCH
The purpose of this research is seeing mobility technology as a basis for supporting new ways of organizational changes and transformation of business through changing the ways of interaction between people, technology and system. This article aims at understanding the potential of mobile technologies, reasons for mobility, and importance of organizational change around the introduction of new technologies into the company.
The discussion of all these points is completely relevant today because if the company performs integration of new technologies without careful analyzing, it can miss out on revenue opportunities from this implementation, and make erroneous and costly decisions using inefficient business processes.
METHODOLOGY AND FINDINGS
The research comprised of an extensive literature review including the study from various books and articles around mobility, connectivity and information systems.
Many researchers and practitioners focus their attention on the study of information technology (IT) and its impact on the organization. These researches must be linked to interaction between organization and information system infrastructure and between business and information technology strategies. Figure 1 shows this alignment proposed by Henderson and Venkatraman 9 . This interplay is becoming more important and useful because information technologies are seen as support of business strategy and organizational infrastructure. Information systems combine hardware and software systems that support the operation, management and decision functions to facilitate planning, control and coordination, and to improve the effectiveness and efficiency of the organization. Capabilities of the information system and characteristics of the organization, its work 46 A. Golovkova systems, its people, and its development and implementation methodologies together determine the extent to which that purpose is achieved 10 (Silver et al., 1995) . The objective of the researches in this field is to provide theoretical and practical knowledge that can help to apply specialized information technology to organizations, and to develop insight concerning both the management of information technology and the use of information technology for managerial and organizational purposes. For obtaining such knowledge, first it's necessary to involve the complementary paradigms, behavioralscience and design-science that we will discuss below.
The performance and efficiency of the organization primarily depends on its information system. Thus, it is necessary to consider and understand two factors: the capabilities of the information system and characteristics of the organization -its work systems, its people, and its development and implementation methodologies 11 . We consider that two paradigms allow companies to obtain such knowledge: natural (behavioral) science paradigm and design-science paradigm 12 . Behavioral-science paradigm. The purpose of this paradigm is to develop theories and principles that should clarify or predict organizational and human phenomena surrounding the analysis, design, implementation, management, and use of information systems. Such theories focus on the interactions between people, organizations and technologies to achieve the purpose of improving the efficiency and effectiveness of the company. These theories have an impact on the design of decisions based on the respect to the system development methodology used and the functional capabilities, information contents, and interfaces implemented within the IS 13 . Design-science paradigm. Basically, the design-science paradigm is a problem-solving paradigm. The main goal of this paradigm is to understand the mechanisms of innovation that define the ideas, practices, technical capabilities, and products of company. Through these mechanisms, the analysis, design, implementation, management, and use of information systems can be effectively and efficiently accomplished 14 . Such artifacts extend current organizational and individual borders through the experience, creativity, intuition, and problem solving capabilities of the researcher, and so it is necessary to study these mechanisms changing phenomena occurring in the company 15 . It follows from the above that the behavioral-science paradigm includes the development and confirmation of theories, and the purpose of this research is to find "what is true". On the contrary, the design-science research includes the creation and evaluation of artifacts, and so the purpose of this research is to find "what is effective". 10 12 March, S. T., Smith, G., (1995), "Design and Natural Science Research on Information Technology", Decision Support Systems, (15:4), pp.251-266. 13 Ibidem. 14 Now we can identify the problems of each paradigm. The problem of the designscience research paradigm consists in considerable emphasis on the technological artifacts and in refusing to maintain an adequate theory base. That's why it is useless in real organizational settings. On the contrary, the problem of the behavioral-science research paradigm is that it excessively focuses on contextual theories. Thus, this paradigm refuses to identify and anticipate technological capabilities, potentially resulting in theories and principles addressing outdated or ineffective technologies.
IS research must be both proactive and reactive with respect to technology. Thus, it is important to analyze all key elements: technology, information and people. That's why we would like to introduce two models: "Work system" model developed by Alter 16 and « Star model » developed by Galbraith 17 . The Work System Method by S. Alter Most business and IT professionals could benefit from a practical, organized way to think and communicate about systems in organizations. With this type of approach they would be more likely to spot opportunities to exploit technology and more able to explain why poorly conceived system projects probably won't succeed.
For better understanding and analyzing systems in organizations whether information technology plays an essential role, in this part, we focus our attention on the Work System Method proposed by Steven Alter (see Figure 2 ). This method describes an adaptable set of steps that company can use to identify a work system, clarify problems, issues, and opportunities related to that work system, identify possible directions for change, and produce and justify a recommendation. It revolves around a typical problem solving approach of defining a problem, gathering and analyzing appropriate data, and generating and selecting a preferred alternative.
Work System Method has evolved over several years and has been described by many researchers 18 . Alter 19 defines work system as "a system in which human participants and/or machines perform work using information, technology, and other resources to produce products and/or services for internal or external customers".
We consider that information systems should put an essential emphasis on the Work System Model as a general case that could help to clarify and organize concepts and propositions about information systems and projects.
As Figure 1 .2 shows, the framework identifies nine elements that are part of a basic understanding of any work system. Alter 20 in his research in IS identified three fundamental elements of the organizational pyramid: participants, information and technology.
Based on this, an innovation such as deploying of mobility may affect the established organization, existing procedures and technologies. We think that each of the above elements is necessary for understanding the issues of mobility for companies, because combinations of people, information and technology built the "business process". More specifically, activities within each step of "business processes" include combinations of information processing, communication, sense making, decision making, thinking, and other actions. Technologies support operational functions, tasks and techniques that work system participants use to manage information related to their activities. Environment and infrastructure are external factors. The components of environment are cultural, organizational, technical, competitive, and control environment within which the work system operates. These elements influence system efficiency even though the system does not rely on them directly in order to operate. And the infrastructure includes human, informational, and technical resources, and also support and training staff, shared databases, and networks and programming technology 21 . But, the use only of this model would restrict our scope of research in the design part, that's why we will examine other model proposed by Jay Galbraith.
« Star model » by J.R. Galbraith
The most useful way to think about the features of an organization in relationship to organizational capability and core competencies is to use the "Star Model".
Since the 1970s, "Star Model" framework has been developed by Galbraith 22 for analyzing and conceptualizing organizations design (see Figure 3) . Figure 3 The Star Model for Organization Design "Star Model" is used by companies to identify the basic components of an organization. It focuses on the issue of strategy implementation and strategy in general. Applying this model is the most beneficial way to think about the characteristic of an organization in relationship to organizational capability and core competencies.
Galbraith 23 in his research defines the information system as a result of the relationship with the structure, people, business processes and technology. In addition, this model distinct from the model of Alter highlighting links between people and technology, between people and business processes, between structure and business processes and between structure and technologies. Through the structure, information system is the subject to the business strategy.
This model presents several advantages for research in IS, and particularly on issues related to innovative technologies such as mobility tools:
1. Impact of mobile technologies on the information system from the perspective of behavioral-science (How the implementation of new technology will lead to changes in individual behavior?) 22 Galbraith, J.R., 1973, Designing Complex Organizations, Addison-Wesley, Reading, MA 23 Analysis of mobility tools from the perspective of design-science (How to design a technological artifact based on mobile capabilities, development methods and existing software tools to improve the efficiency of the organization?)
Mobility technology
After having positioned mobility within the company's information system through two theoretical models, now we would like to introduce the concepts of mobility, and to analyze its strategic impact on organizations.
Today, there is enough evidence of the great interest in mobility and the issues related to "being mobile". Mobility is the most important market and technological trend within information and communication technology. It changes and improves many aspects of economy, lifestyle and culture -the way people work and interact with each other.
From a technology perspective, the notion of mobility is conceived as the ability to be connected "anywhere" and at "anytime" to the information system of the company. It reflects both the changing needs of the company and the progress of information technology.
Bellotti and Bly 24 indicate that mobility is very important for communication and for use of common resources. It facilitates awareness and informal cooperation, and creates new looks, abilities and knowledge. Mobility is highlighted as one of the key means of stabilizing and keeping up the company activity.
While the importance of mobility and potential value of "being mobile" are understood, issues surrounding mobility are still explored without a clear understanding of mobility itself. In many cases, the term "mobile" is used in place of "wireless" and "portable" such as mobile devices and mobile applications; other frequent uses of the term include "remote" such as mobile office or "flexible" such as mobile lifestyles.
Perry et al. 25 argue that the notion of "anytime, anywhere" seems to be one of the main premises of mobile technology, in that it promises to remove the bonds between a person's location in space and that person's information and communication resources.
Generally, the issue of mobility has been studied from two independent viewpoints: a social and technical perspective. The social perspective on mobility concerns itself with the social issues of "movement" and examines the mobility of people, objects, and work in terms of place, space, and time 26 . On the other hand, the technical perspective of mobility focuses its analyses on the design, use, and functionality of ICTs (Information and Communication Technology) related to mobility. This perspective designs its knowledge mostly from the engineering, computer science, and human-computer interaction disciplines and is driven by the notion of "anytime, anywhere" access to people and information 27 . 24 Bellotti, V., Bly, S., (1996) Mobility technologies have undergone some changes over the past ten years. The evolution of mobility is about creating better ways to change the world. It will increasingly shape our lives and thinking in ways we cannot fully anticipate. Mobile revolution is a global reality which creates new opportunities and challenges for all companies in the world.
The evolution of mobility has four distinct phases (see Figure 4 ): Figure 4 The Mobility Evolution Phase 1: Basic connectivity -The establishing of basic electronic business communications such as voice, email and messaging.
Phase 2: Expanded connectivity -The establishing of remote access to business information, using laptops, smart hand-held devices and corporate intranets.
Phase 3: The unwired enterprise -The addition of mobile access options for various business information applications, such as ERP and CRM systems. This is the current level of mobilization maturity for most big companies.
Phase 4: Automated interactions -The implantation of real-time mobile workforce collaboration, with powerful remote conferencing and rich data sharing. This is the world 52 A. Golovkova of single communications, in which the basic communications channels introduced in stage one are integrated in a way that maximizes their sensitivity and quickness.
Consideration of mobility evolution may distract attention from the fact that many of these emerging benefits are accessible today. Companies can be detected at every one of these phases, at different levels of maturity. To gain all the benefits of a wireless enterprise, companies must not wait for the "future state" technology to develop. Moving the enterprise forward is something that can begin now because the current technology is amazing, compared to what was available just a few years ago.
The current explosion in mobile computing technologies provides the potential to transform "everyday" time and space. Mobility is quickly becoming the way of business life and the principal aspect for companies. The most common expression used in the concept of mobility, in academic and practice-based research, is that of "anytime, anywhere, anyone". According to this view, mobility is something that is often desirable as it provides us with different kinds of freedom. Kleinrock 28 Kakihara and Sorensen 29 develop the concept of mobility by asserting that geographical mobility is important, but it is also necessary to include correlations that this mobility generates (temporal and spatial mobility).
Sorensen, Kakihara and Mathiassen 30 characterize mobility in terms of the mobilization of interaction and focus their attention on the spatial, temporal and contextual aspects of mobilizing interaction (see Figure 5 ). behavior in relation to geographical locations. Spatiality in human interaction results from the complex and rapid flux of all entities in the world. It signifies the global flux of objects, symbols, and images, and evokes complex models of people's interaction. Spatial aspect is very closely related with two other dimensions of mobility -temporality and contextuality.
Temporal mobility. In addition to the "where?" aspect, an equally important dimension of mobility includes the identification of the "when?", or temporal aspect of human activity. Some attributes of temporality include the sequence, duration, and recurrence as well as the time allocation of activities 31 . Lee analyses the temporal method and changes in work places brought about by new technologies, and argues that: "The temporal method of the workplace consequently serves simultaneously as a template for organizing behavior as well as an interpretive framework for rendering action in the setting meaningful". In other words, human activity has shifted from a linear clock-time perspective to one with multiple temporal modes, in which human activities are mobilized from the traditional temporal constraints 32 . The temporality of human interaction is increasingly mobilized by the impacts of new technologies. This aspect is focused on accelerating the pace of work and time savings.
Contextual mobility. In addition to spatial and temporal aspects of mobility in human interaction that have been discussed in various research fields in various ways, the contextual aspect can act as a filter determining the interactional setting. In general, contextuality refers to the situation and environment in which humans perform their activities. More specifically, contextuality provides an understanding in what way and circumstance the activity is being performed. This means that, interactional aspects such as "in what way?", "in what particular circumstance?", and "towards which actor?" the action is performed reflect the key disposition of interaction just as the aspects "where?" and "when?" do 33 . Thus, we can see that mobility is destroying established notions of time and space as a common structure. Many researchers and practitioners illustrated this phenomenon: -"Our sense of time need not necessarily be strictly governed by linear time, but can instead be socially negotiated" 34 ; -"Micro-coordination of everyday life" 35 ; -"Softening of schedules" 36 ; -"With the mobile technology, time has become personalized" 37 .
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Thus, this technology reconfiguring the relationships between spaces, between public spaces and private ones, and the ways in which these are penetrated by mobile virtual spaces.
Impact on Organization
As mentioned before, mobility is quite a new phenomenon, and that's why its organizational and strategic implications have not been systematically studied. In this part we would like to examine how the introduction of new technology can impact the organization.
New technology is a critical resource for creating organizational value. It has the potential to dramatically change the nature of products, processes, companies, industries, and even competition itself. Therefore, we can sight that these technologies serve as powerful strategic marketing tools for organizations.
Organizations must often consider both the costs and benefits of implementing new technology in the workplace. Costs and benefits can be either tangible or intangible. The tangible benefits are those benefits that can be measured and quantified in financial terms, such as cost savings 38 , productivity 39 , market share 40 , and profitability 41 . While the intangible benefits on business processes and relationships include better customer satisfaction that are not so easily measured 42 .
CONCLUSION
To summarize, we argue: (1) what has been and will be further mobilized is not just human corporeal movement but more importantly interaction between people and technologies; and (2) the notion of mobility should be addressed in three distinct dimensions: spatial, temporal and contextual aspects of mobility in human interaction.
Accordingly to the theoretical research developed in this article, a radical technological innovation can lead to many organizational changes. All these types of mobility, all these concepts related to new work practices and management of organizational resources make it necessary to contextualize the actions of mobility and specify the technical tools that support these behaviors.
